THE GAME CONTAINS THE FOLLOWING COMPONENTS:

90 CARoS (I HOmE cARp, 12 ROOT cARDS, AND 77 FOREST CARDS)
4 PAWNS

8 DAMAGE WMARKERS

20 OBJECTIVES (5 EACH OF 4 COLORS)

8 GSTATUS TOKENS (2 EACH OF SwORo, SHELD, POISON, AND CURSE)
2 Sx-SIED OICE (A DE 1S REFERRED TO AS 106 I THE RULES)

Card Placement

EACH CARD HAS A RED ARROwW AT THE TOP, AND MOST HAVE A
BLUE DOT LOWER ON THE CARD. AS LONG AS THE RED ARROwW ON
THE PLACED CARD GOES OVER A BLUE OOT ON THE TARGET CARD,
THE ORENTATION 1S VALID,
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X A cARD CANT BE PLACED SO IT OVERLAPS MORE THAN ONE CARD.

X A CARD CAN'T BE PLACED IN A POSITION THAT wOULD LEAVE NO PLACES
FOR AN OPPONENT TO PLACE A CARD ON HER NEXT TURN,

X A CARD CANT BE PLACED SO IT HANGS OFF THE EOGE OF THE TABLE,

Game Setup

1 Pace Tve HOME caRo (Fic /) ™ THE CENTER OF THE TABLE.

2. srre THE 12 ROOT cRos (Fic. 2) FAcH PIAYER ROWS A
OE, AND THE PLAYER WHO ROLLS HGHEST DRAWS A ROOT CARD AND
PLACES IT ON THE HOME cARD, PLAY PROCEEDS CLOCKWISE WITH EACH
SUCCESSIVE PLAYER ORAWING A ROOT CARD AND PLACNG IT. PlacE A 12
ROOT CARDS N A TWO-PLAYER GAME, 8 ROOT CARDS IN A THREE-PLAYER
GAVE, AND 6 ROOT CARDS IN A FOUR-PLAYER GAVE. AN EXAMPLE OF
ONE POSSBLE ROOT CARD LAYOUT 1S SHOWN BELOW (FiG, J3)

THE PLAYER WHO ROLED HGHEST THEN TAKES A STATUS TOKEN AT
RANDOM AND PLACES 1T ON ANY SPACE ON THE BOARD., EACH OTHER
PLAYER PLACES A RANDOM STATUS TOKEN ON THE BOARD AS WELL UNTIL
EACH PLAYER HAS PLACED ONE STATUS TOKEN. A PLAYER WHO LANDS ON
OR PASSES THROUGH A SPACE CONTAINING A STATUS TOKEN CAN CLAM
THE TOKEN OR GIVE IT TO ANY OTHER PLAYER.

THIS 1S AN EXAMPLE OF ONE
OF THE POSSIBLE WAYS TO
ARRANGE THE RooT CARDS AT
THE BEGINNING OF THE GAME,

VASTY WILDS 1S A GAME FOR TwO TO FOUR PLAYERS
N WHICH SMALL CREATURES SCAMPER THROUGH AN
EXPANDING FOREST AND CHASE AFTER OBJIECTIVES,
To WIN THE GAME, A PLAYER MUST COLLECT FIVE
OBJECTIVES (FOUR OBJECTIVES W A THREE-PLAYER
GAME, THREE OBJECTIVES IN A FOUR-PLAYER GAME),

3. SHUFRE THE FOREST CARDS (FiG. 4) A0 SET THEm
WITHN EASY REACH OF AL PAYERS, PLACE THE FOWR
STATUS TOKENS NEAR THE FOREST CARD PIE. EACH PLAYER
PLACES HER PAWN ON THE CENTER OSECTION OF THE
HOME CARD AND ORAWS THREE FOREST CARDS, LVERY
PLAYER 1S GIWEN OBJIECTIVES MATCHING THE
COLOR OF THE PAWN THE OPPONENT TO HER
LEFT 1S USING, EACH PLAYER RECEMVES FIVE OBJECTIVES
N A TWO-PLAVER GAVE, FOUR OBJECTVES IN A THREE-PLAYER GAME, AND
THREE OBJECTIVES IN A FOUR-PLAYER GAME.

Fie. 4)

THE GREEN ARROWS INDICATE LEGAL PLACEMENTS
FOR THIS CARD, THE RED ARROWS INDICATE ILLEGAL
PLACEMENTS THAT WOULD CAUSE THE PATH TO
DOUBLE BACK ON \TSELF. A CARD PLACEMENT CAN'T
OVERLAP MORE THAN ONE CARD.
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IF THIS CARD 15 PLACED THUS:

|, THE PLAYER'S PAWN REMOVES ONE DAMAGE MARKER,
2. THE PLAYER MOVES HER PAWN TwO SPACES,

3. THE PLAYER MOVES AN OPPONENT ONE SPACE.

4, THE PLAYER DEALS ONE DAMAGE TO AN OPPONENT,

THE PLAYER WHO ROLLED HIGHEST AT THE OUTSET OF THE GAME TAKES
THE FRST TuRn, PLAY THEN PROCEEDS CLOCKWISE.

Player Turns

A PLAYER HAS TwO OPTIONS ON HER TuRn PLACE or REDRAW.

1. PLACE: PLACE A FOREST CARD ON AN AVALABLE SPACE. WHEN A
PLAYER PLACES A FOREST CARD, THE PLAYER GAINS PROGRESS AND AN
OPPONENT SUFFERS A MISFORTUNE. MISFORTUNE SPACES ARE AT THE
TOP OF THE CARD WITH A RED ARROW AND WHITE BORDER. PROGRESS
EFFECTS ARE AT THE BOTTOMm OF THE CARD WITH A BLUE 0OT
AND BLACK BORDER. ALl PROGRESS EFFECTS OF THE CHOSEN SPACE
ARE RESOLVED, THE CARD 1S PLACED, THEN ALL MISFORTUNE EFFECTS
ARE RESOLVED, GEE (FiG, 5) ABOVE FOR AN EXAMPLE OF OROER OF
OPERATIONS. THE PLAYER THEN ORAWS CARDS UNTIL SHE HAS THREE,

2. REDRAW: ROl A OE, MOVE THAT wmANY SPACES, PLACE ALl CARDS
IN HAND UNDER THE ORAw PILE IN ANY ORDER, AND ORAw THREE NEw
CARDS. THE REORAwW OPTION CANT BE USED F THE ORAw PILE 1S EmPTY.




Movement

PROGRESS EFFECTS ALOw A PLAYER TO MOVE HER PAWN AROUND THE
BOARD. TAKNG THE REORAW OPTION ALSO MOVES THE PLAYER'S PAWN
AROUND THE BOARD, EACH MISFORTUNE SECTION ON A CARD (THE SECTION
OUTUNED N WHITE) COUNTS AS ONE SPACE. A PLAYER MUST mOVE HER
PAWN THE FULL OISTANCE INDICATED UNLESS THE PAWN MOVES THROUGH A
SPACE CONTANNG ONE OF HER OBJECTIVES, F A PLAYER'S PAwN PASSES
ONE OF HER OBJECTIVES, THE PLAYER ENDS HER MOVEMENT AND COLLECTS
HER OBJECTVE, A PLAYER CANT COLECT WMORE THAN ONE  OBJECTIVE
OURNG HER TURN.

AFTER COLLECTING AN OBJECTIVE, THE PLAYER mAY RETURN HER PAwN
TO HOME AND REMOVE ALL DAMAGE MARKERS. RETURNING TO HOMmE
AFTER COLLECTING AN OBJECTIVE 1S OPTIONAL, BUT NO DAMAGE MARKERS
ARE REMOVED F THE PLAYER CHOOSES NOT TO RETURN TO HOME.

A PAWN CANT MOVE INTO A SPACE 1T PREVIOUSLY OCCUPIED DURING
A TURN; BACKTRACKING WITHIN A TURN 1S NOT ALLOWED,

Damage

EACH PLAYER'S PAWN 1S UNDAMAGED AT THE BEGINNING OF THE GAME.
WHEN A PAWN TAKES DAMAGE (EITHER FROM MISFORTUNE EFFECTS OR
FROM DUELING) A DAMAGE MARKER 1S ADDED TO THE PAwWN, WHEN
THE PAWN WOULD GAN A THRD ODAMAGE WARKER, THE PAWN IS
RETURNED TO HOME AND ALl DAMAGE WMARKERS ARE REMOVED.

SOME FOREST (CARD EFFECTS HEAL (REMOVE) DAMAGE WARKERS.
PASSING BY HOME OR LANDING ON HOME ALSO REMOVES ALL DAMAGE
MARKERS FROM A PAWN.

Placing Obijectives

MANY  PROGRESS EFFECTS INCLUDE  THE  TExT  “PLAcE
OBJECTVES BACH PIAYER PLACES AN OBJECTIVE FOR THE
PLAYER TO HER LEFT, STARTNG WITH THE PAYER TO THE
LEFT OF THE PLAYER WwHO PLACED THE “PLAcE OBJECTIVES”
recT. IN OTHER WORDS, YOUR OPPONENT TO
YOUR LEFT PLACES YOUR OBJIECTIVES FOR YOU,
THE PLACEMENT OF OBJECTIVES THEN PROCEEDS CLOCKWASE,

EXAMPLE: N A THREE-PLAYER GAVE, THE FRST PIAVER
PLACES A CARD ON A SPACE WiTH A "PlACE (OBJECTVES'
EFFECT. THE SECOND PLAYER wOULD PLACE AN OBJECTIVE
FOR THE FIRST PLAYER, THE THRD PLAYER wWOULD
PLACE AN OBJECTIVE FOR THE SECOND PLAYER, AND THE
FIRST PLAYER wOULD PLACE AN OBJECTIVE FOR THE
THRD PLAYER.

OBIECTWES MAY BE PLACED ONLY ON MISFORTUNE
(WHITE-BORDERED) SPACES.

Dueling

WHEN PASSING ANOTHER PLAYER'S PAwN, THE MOVING PLAYER (ONLY)
CAN CHOOSE TO INITIATE A DUEL. THE MOVING PLAYER'S PAwWN STOPS
IN THE OPPONENT'S SPACE AND MOVES NO FARTHER UNTIL THE OUEL
IS RESOLVED, BOTH PLAYERS ROLL A OE. THE PLAYER wHO ROLLS
LOWER GANS A DAMAGE MARKER. THE PLAYER wHO INTIATED THE
DUEL WINS TIES.

Endgame

THE FOREST CARD ORAw PLE WmAY RUN OUT BEFORE ANY PLAYER
COLLECTS THE REGURED NUMBER OF OBJECTIVE TOKENS TO wiN THE
GAME. IF A PLAYER DOESNT HAVE A CARD IN HER HAND TO PLAY AND
THE FOREST CARD PILE 1S EMPTY, SHE ROLLS 106*3 AND MOVES THAT
MANY  SPACES, EACH PLAYER DOES THIS IN TURN UNTIL ONE PLAYER
HAS COLLECTED ENOUGH OBJECTIVE TOKENS TO WwiN THE GAWVE. IF ALl
OBJECTWES HAVE NOT BEEN PLACED WHEN THE FOREST CARD PILE HAS
BEEN EXHAUSTED, PLACE AL REMAINNG OBJECTIVES.

Status Tokens

ONY TwWO COPES OF EACH STATUS TOKEN CAN BE IN PLAY AT ANY
TIME. IF AN EFFECT WOULD GRANT A THRD COPY OF A TOKEN ALREADY
HELO BY TwO PLAYERS, THAT EFFECT 1S WASTED.

CURSE: A PLAYER wiTH THE CURSE TOKEN SUBTRACTS | FROM ANY DIE
ROLL (TO A wmiNmuv RESULT OF 1), THE PLAYER RETAINS THE CURSE
TOKEN UNTIL SHE ROLLS A NATURAL 6 OR COLLECTS AN OBJECTIVE,

Po\SON: A PLAYER WITH THE POISON TOKEN REDUCES ANY MOVEMENT By |
(TO A vinmum OF 1 SPACE). THE PLAYER RETANS THE POISON TOKEN UNTIL
HER PAWN 1S RETURNED TO HOME.

SH\ELD: A PLAYER WiITH THE SHELD TOKEN REDUCES ANY DAMAGE TAKEN BY 1
AND ROLLS A DE. IF THE ROLL 1S | 2, OR 3, SHE LOSES THE SHELD TOKEN,

SWORD: A PUAYER wiTH THE SWORD TOKEN A0DS | TO HER ROLL wHEN
ENGAGED IN A DUEL. IF THE PLAYER'S DUEL ROLL 1S A 1 OR 2, SHE LOSES
THE SWORD TOKEN,

StATUs TOKENS

Progress Effecis (Black-bordered areas on cards)

GAIN SHIELD TOKEN: GAN THE SHELD STATUS TOKEN.

GAIN SWORD TOKEN: GAN THE SwORD STATUS TOKEN.

HEAL (X): REvOVE THE WOICATED NUMBER OF OAVIAGE MARKERS FROM THE PLAYER'S PAWN,
MovE ( X): THE PLAYER MOVES HER PAWN THE INDICATED NUMBER OF SPACES.

MoVvE 106+2 (ON A | TAKE 1 DAMAGE): ROLL A OF, AOD 2, AND MOVE THAT wiAnY
SPACES. IF THE OE RO 1S A 1| (EVEN F MOOFED BY AN EFFECT SUCH AS A CURSED TOKEN)
GAN ONE DAMAGE WMARKER.

Move 1D6+4 (ON A 1 OR 2, TAKE 2 DAMAGE): ROL A OE, AoD 4 ANO MOVE THAT
MANY SPACES. IF THE OE ROLL 1S A | OR 2 (EVEN F MODFED BY AN EFFECT SUCH AS A
CURSED TOKEN), GAN TwO DAMAGE MARKERS.

PLACE OBJECTIVES: AL PLAYERS PLACE OBJECTIVES AS OUTLNED ABOVE,

SwhAP OBIECTIVES: ExcHANGE THE POSTIONS OF ANr TwO OBTECTIVES ON THE BOARD,
REMOVE ONE TOKEN: REMOVE ONE STATUS TOKEN FROM ANY PLAYER,

MiSfOI’TUﬂG Effecis (White-bordered areas on cards)

CHOOSE NEXT CARD OPPONENT PLAYS: CHOOSE ONE OPPONENT. ON HER NEXT TURN, LOOK
AT HER CARDS AND CHOOSE WHICH ONE SHE WL PLAY. GHE wAY NOT CHOOSE TO REORAW ON
HER TURN. THE OPPONENT STIL MAKES AL PLACEMENT AND EFFECT CHOICES FOR THE CARD PLAYED,
IF YOUR OPPONENT OOES NOT HAVE A VALD PLACEMENT FOR ANY OF THE CARDS IN HER HAND,
SHE SKPS HER TURN.

CHOOSE OPPONENT’S MOVEMENT NEXT TURN: CHOOSE ONE OPPONENT. CONTROL THE
MOVEMENT OF HER PAWN ON HER NEXT TURN.

DEAL (X) DAMAGE: Aoo THE NOCATED WAMBER OF DAVIAGE MARKERS TO ONE OPPONENT'S PAWN.
DUEL OPPONENT, WINNER MOVES LOSER ID6: ITATE A OUEL wiTH AN OPPONENT EVEN
F THE PAWNS DO NOT SHARE A SPACE. THE PLAYER WHO LOSES GANS A DAVAGE MARKER AS
NORMAL IN ADDITION, THE WINNER MOVES THE LOSER'S PAwN 106 SPACES IN THE ORECTION OF
THE  WINNER'S  CHOICE,

MOVE OPPONENT (X): MOVE AN OPPONENT'S PAwN THE WOICATED NUMBER OF SPACES IN
ANY  DIRECTION.

MOVE OPPONENT OBJECTWVE 1D6: ROl A OE MOVE AN OPPONENT'S OBJECTIVE THAT
MANY  SPACES.

OPPONENT CAN'T HEAL NEXT TURN: NO EFFECT CAN REMOVE DAWAGE WARKERS FROM
THE CHOSEN PLAYER'S PAwWN UNTIL AFTER THE END OF HER NExT TURN., EVEN PASSING THROUGH
HOME Wil REMOVE NO OAMAGE MARKERS FROM THE PLAYER'S PAwN, F THE PAwN 1S RETURNED
TO HOME BECAUSE IT GANED THREE DAMAGE WMARKERS, A SINGLE DAMAGE MARKER 1S REMOVED.

d

OPPONENT CAN'T MOVE NEXT TURN: OME OPPONENT CANT MOVE HER PAWN ON HER NEXT
TURN, EFFECTS THAT SwAP PAWNS OR SEND A PAWN TO START WORK NORMALLY.

OPPONENT DISCARDS CARD OF YOUR CHOICE: LOOK AT AN OPPONENT'S HAND AND SELECT
ONE CARD. THAT CARD 1S PLACED AT THE BOTTOM OF THE FOREST OEck. AT THE END OF THE
OPPONENT'S NEXT TURN SHE DRAWS AN EXTRA CARD SO HER HAND SIZE 1S AGAIN THREE.
OPPONENT GAWNS CURSE TOKEN: ONE OPPONENT GAINS THE CURSE STATUS TOKEN,
OPPONENT GAINS POISON TOKEN: ONE OPPONENT GANS THE POISON STATUS TOKEN.
OPPONENT LOSES NEXT TURN: ONE OPPONENT SKIPS HER NEXT TURN

REMOVE ONE OBJECTIVE: REMOVE ANy ONE OBJECTVE FROm THE BOARD, RETURN IT TO
THE PLAYER wHO PLACED IT.

SEND ONE PAWN TO HOME: CHOOSE ONE PAWN ON THE BOARD., RETURN IT TO HOME AnD
REMOVE AL DAMAGE WMARKERS.

SwAP TOKENS WITH OPPONENT: THE PLAYER EXCHANGES STATUS TOKENS FOR AN OPPONENT'S
STATUS TOKENS. IF THE PLAYER HAS NO TOKENS BUT THE OPPONENT ODOES, THE PLAYER GANS THE
OPPONENT'S TOKENS AND THE OPPONENT Wil HAVE NONE. IF THE OPPONENT HAS NO TOKENS BUT
THE PLAYER HAS TOKENS, THE OPPONENT GANS THE TOKENS AND THE PLAYER will HAVE NONE. IF
NEITHER PLAYER NOR OPPONENT HAVE STATUS TOKENS, THERE 1S NO EFFECT.

SwAP TWO PAWNS: ExCHANGE THE POSITIONS OF ANY TwO PAWNS ON THE BOARD,

BIG THANKS GO OUT TO: GEn BANROFT, MKE
BANCROFT, BLL BOGEN, MARANNE BOGEN, AN DwrER, TRAVIS
HOWARD, 1SAAC KUNGENSMITH, DANA MORNNGSTAR, JOE Ra,
HEATHER ROSAES, 0F ROSAES, CHARES STOVER SR, Km
GTOVER, AND BRIAN  WINDLE.
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